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an editable Escape Room and simply want more ideas for more variety, this resource is for you! You get puzzle ideas
and resources, templates for tools and clue cards, and tons of examples for a variety of content areas. You do not
need additional technology, locks, or boxes to complete this game. This resource is editable in Microsoft PowerPoint
and includes a full tutorial of how to use this software to edit your room. This purchase includes a license for personal
use only. If you'd like to sell games using these templates, please purchase the entire Escape Room Template Kit.

Please respect all terms of use as detailed in this document. Enjoy!
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Escape Room Basics

Welcome to your Escape Room Resource Box! This collection will help you create Escape Rooms and
Breakout Boxes for any subject area. In addition to ideas , you get a variety of templates for creating
aspects of your Room in PowerPoint. If you've never edited with PowerPoint before, never fear! I'll give
you a complete tutorial to get you started.

An Escape Room is a collaborative puzzle game in which students work together to complete tasks. These
tasks yield clues to find keys, which eventually unlock boxes and lead to a final celebration. You don't
have to have actual locks and boxes, though — you can also imagine these keys as a passwords to a final
solution. These games can be as simple or complex as you want.

There are three main ways to present your activity:

].. SIMPI_E BREAKOUT BOX (low teacher interaction, low teacher prep)

The easiest way to present this to students would be to put students in groups of 4-5 and give each group
a copy of the tasks and an Answer Sheet. Students receive everything at the same time, and a group
“wins” when they hand you a complete Answer Sheet with all of the correct keys.

Give each group an envelope with all of the materials needed. Students work at their desks.

2. MONITORED BREAKOUT BOX (medium teacher interaction, low teacher prep)

You can also give each group one task at a time. They must show you the correct key before you give
them the next task. This is more work on your part, but allows you to assure that students have the correct
answers as they progress.

3. ESCAPE ROOM (high teacher interaction, high teacher prep)

A true Escape Room allows a group of students to assess all of the tasks, and divide and conquer
according to their strengths. In this model, you'll set up your tasks as stations throughout the room and
permit students to play through them simultaneously. The activity will involve more movement and energy

NARRATIVE VS. NON-NARRATIVE GAME
room, The sasiest opfionsanon- | TASK #1: Pl ﬁ\

narrative game, which means that you
won T hqve TO Imogln.e Ony premlse for AL wou appreach the huts, you begin fo think semething tembls may howve
your students. This basically becomes a happensd an this Bland. Maybe vou'll be able to find some clues about what
gIorified stations oc’rivi’ry but more fun happened that willhelp you and the others get rescued befare it's too late...
because of the puzz|es you "l create. In and arcund the huts, vou find some pleces of paper. It looks as thouah

they may hawve been torn out of a journal. Perhaps reading through them will
help you understand what happenad.

A narrative game is much more
immersive, but requires more creativity on

Remember, il you find anything else vselul, wrile il down lor later.

your pGrT. I've written an Odyssey |. Read the eight jourmal entries.
breakout where students plOy OS‘ 2. Fll in the numbers of each joumal entry in the order that they hoppened inLord of the
Telemachus and a Lord of the Flies Flles on your Answer Shaet.

breakout where students imagine that
they arrive at the island after the events
of the novel. You can really imagine any
scenario to fit your content.

S
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Escape Room Basics

&Wnp@mapefa@@m

This is my Lord of the Flies Escape Room. This is what | expect most students will be able to accomplish in 45-60 minutes. It
is four basic statfions, and students can complete Tasks 1-3 simultaneously (they can “divide and conquer”). Then, they
can use the clues they've found to solve the code for Task 4. Lastly, there is a surprise collaborative task that really only
takes students a few minutes once they figure out that it's collaborative.

| recommend frying any Escape Room before you present it to students. You can also have colleagues or family
members fry it, and remember that they’ll generally complete it a bit faster than your students.

TASK #2: Characters
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Task #1 — Students find journal entries and put them in Task #2 — Students find character descriptions and
order of occurrence in the book. This creates a number, match them to the characters on their answer sheet.
which is the key entered on their answer sheet. (easy) (very easy)
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Task #3 — Students complete a close reading passage. Task #4 — Students decode a message using clues
The answers to the multiple-choice questions reveal a they’ve found along the way. This ends up being an
key. (difficult) important quote from the novel and students analyze

its importance as an extension activity

(after the game is over).
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Escape Room Basics

Mmq&&mmq

| do not fry to grade the actual completion of the Escape Room. | use them as either anticipatory activities or as review
activities before a test or unit project. If | use the Room as an anticipatory activity, | will create a short quiz for students to
complete the next day. | make it clear that all students are responsible for all of the information in the Room, even if
they have divided and conquered for the tasks.

| generally add a writing task for students to complete after they're finished. For Lord of the Flies, | ask students to reflect
on the actual group work of the Escape Room, particularly the surprise collaborative activity. For A Midsummer Night's
Dream, students write about how a quote they’ve revealed over the course of the Room relates to a theme.
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This Shakespeare intro is an anficipatory activity, so you After "*winning” this Back-to-School Escape Room,
could have students do more in-depth research after the students choose one of the Growth Mindset quotes
initial Escape Room. they've decoded and write a paragraph about why it

speaks to them.
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After the Odyssey Breakout Activity, | present students After the Lord of the Flies activity, | have students write
with twelve terms. They choose ten to define. This about how the quote they've decoded connects to a
provides a bit of a buffer in case they didn’'t catch theme. | also have them write about the experience of

every term in the activity. © Nouvelle ELA completing the Room together.




Escape Room Basics
EMOTIONAL PREPAREDNESS:

Each group will decide how to best find all of the keys, but the fastest groups will divide and conquer.
Figuring this out is part of the team-building aspect of any Escape Room, but you may want to remind your
students that everyone needs to participate and that no one person can do everything.

STATIONS:

If you use stations, set up one for each task. Each station should have several copies of the task and
several copies of the novel or text, if you choose to let your students complete this open-book. Each
student should have an Answer Sheet so that they can keep track of their own thoughts as they work on a
station, but each team will verify one consolidated copy with you.

INVOLVING THE ENVIRONMENT: (optionan

For increased difficulty/movement/engagement, you can *hide” parts of the puzzle in your classroom.
Because each classroom is different, this resource doesn’t include any sort of environment hints. Instead,
allow students to truly hunt for the pieces in your room. You can prepare for this activity by using masking
tape across any cabinets or drawers they shouldn't open. Write the word “no” on this.

Hide enough copies of each clue for each team to find one. Encourage students to be discreet when
they discover a clue, since they won't want others to find them quickly. Some great places to hide clues
are under desks or tables, under the tfrashcan, behind the projector screen, or behind your classroom door.

You will have to reset the room between classes, taping the new clues in your locations. A great way to
add some hunting without making a tfon of work for yourself is to hide some of the clues and leave the rest
at the station. For example, hide half of your clue cards but leave the rest at the table. Students will know
from the Station Cards and the Answer Sheet how many total clues they need in both cases.

ADDING SOME “00PS!" CARDS: (optonc
Olim' Ttle w'e

For increased difficulty AND equitable participation,

consider using the “Oops!” cards. (I've labeled these
Poison Cards in Romeo & Juliet or Enchantment Cards

YOULET THE SIGNAL FIRE GO OUT. SO THE OTHEES AREMAD
AT YOU. (THEY'LLGETOVERITIN3MINUTES,BUTUNTIL

in A Midsummer Night's Dream.)
ANNOT HELP YOUR TEAM.)

After ten minutes, select a member from each team.
This should be the strongest or bossiest member, since
your goal is to increase the participation of the other
players. This player cannot participate again until the
designated time is up. You could do this two or three
times during the game, or attack randomly.

WINNING:

To win the game, a group must present you with one
clean copy of an Answer Sheet with all of the correct
keys. If they have an incorrect task, simply send them
back and have them try again. Resist the urge to
explain what they’ve done wrong until the other
tfeams have escaped or attempted to escape the
room.

USOMI

0 SWEET APOTHE
CARYI
|| OFFIN3 MINYTES 71 THESEDRUGS WEAR

HEMEANT
—DEAD AND CANNOT e p YOURI?EEA}/J\%ISEEM |

\_

© Nouvelle ELA




Building Your Escape Room

Brainstorming

(Using the Brainstorming Worksheet)

Q Determine your purpose
Will this be an anticipation activity? A review activity?
How long will this last?

O Determine your content
What are the most important aspects to cover?e
How can you build a theme for your room?

Q Brainstorm (at least) three puzzles
Which tasks can create a “quick win” to build student confidence? (easy)
Which tasks will be straightforward, but take more time? (medium)
Which tasks demonstrate content expertise AND critical thinking? (difficult)

Q Establish your keys or passwords
How will students demonstrate they've finished a task?e
What keys/passwords will they need for each level?
Will these be given to you on paper, or in a Google Form?
Will there be a prize for the winnerse

Buildin

Q Design your puzzles using the included Templates

O Create an Answer Sheet so that students can prove completion

O Add any finishing touches, like “Oops!” cards, a writing task, or a quiz
O Decide whether and how you'll grade this activity

Executing

U Run through the Room at home or with colleagues and friends fo see if it needs editing
O Plan your printing using the Print Checklist

Q Print and cut your materials

O Build anticipation with your students

Have a gneat, Encape Room!

© Nouvelle ELA




Escape Room Brainstorming

What are your students studying? What core text(s) will you use?

When will this Escape Room occure (Before, during, or at the end of a unit?)

TIMING | TOPIC

What new skills and knowledge do you want your students to demonstrate? (This leads
into subtopics, below)

NEW SKILLS &
KNOWLEDGE

What are some subtopics you hope to cover? (Or, how might you subdivide your topic

g infto manageable chunks?)

=

>

Each subtopic can become its own task.
SUBTOPIC #1: SUBTOPIC #2: SUBTOPIC #3: SUBTOPIC «4: SUBTOPIC #5:

=
=
=
&
a
—
&
=
>
=

Other Notes:

© Nouvelle ELA




Lord of fhe Flies Escape Room

What are your students studying? What core text(s) will you use?

Lord of 1he Fles log Wiliam Golding

When will this Escape Room occure (Before, during, or at the end of a unit?)

At the end - test review

TIMING | TOPIC

What new skills and knowledge do you want your students to demonstrate? (This leads
into subtopics, below)

Demonstrate undersmnding of plo’r, character, theme, and £ igumﬁve
lan@ua@e... and it would be @reaJr i Jrheg had to colldvorate on a task.

NEW SKILLS &
KNOWLEDGE

What are some subtopics you hope to cover? (Or, how might you subdivide your topic

% info manageable chunks?)
% Plot, character, reflect on a theme, a close readimg for £ i@umﬁve Ianguage
wn
Each subtopic can become its own task.
SUBTOPIC #1: SUBTOPIC #2: S[_JBTOPK #3: SUBTOPIC #4: SUBTOPIC #5:
Plot Character Fig. Lang. Theme Theme
=| RL4I05 RLAHOM RLAH02 | RLAH02
= SL9102
w
(Easy) Students (Easy) (Hard) (Medium) (Hard)
put plot paints in Ss match Close Reading A CODE T want students
| order - maybe characters, passage for students solve in to work
= | journdentries? | descriptions, and Figurative the game - together at the
& symbols language - one studentswrite | end, somehow -
a somehow... of the Beast | dbout this quote | maype give each
scenes? as extension group part of
the find puzzie?
& SURVIVAL | MOUNTAIN %

Other Notes:
For the findl fask, I don't think Ss should be told Jrhegr‘e working Jrogeﬂf\er - the clues

should hint at it, but Jrheg should be dble To come to this conclusion without adult
interference. This mirrors what would have been the BEST outcome for the book.
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Ideas &
Resources
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Ideas for Codes & Puzzles

SIMPLE SUBSTITUTIONS

The easiest sort of code to implement in your
Escape Room is a simple substitution code.
Students either figure out a letter-for-letter
substitution based on context (for example, in
Cryptograms) or collect the letters from other
places in the game. Here's an example of how
students collect letters of the code in my Lord of
the Flies Escape Room. | simply encoded some
extra words (outside of the main message) and
placed them on other clues in the game.

TRANSACTIONAL SOLUTIONS

2X + 3 =9 You can also have students solve a problem to receive a letter (or letters) of a
code they'll need later.
x =(G)

In this example, students solve for x, and the Answer Sheet tells them that their
solution (3) will substitute later for the letter G. This is a great method for when
you want students to find just a handful of letters o decode a code word.

COLOR-BASED CODES

You can also encode information in other sorts of clues.
Here's an example of a color-based puzzle. Students
eventually need to figure out to put the numbersin the
order of ROYGBIV, so that makes this a great science
puzzle.

MISINFORMATIONPUZZLES @

You can also include codes that ask students to identify
what's WRONG with a set of information. This could be
correcting incorrect information in order to reveal
numbers or letters.

<
—
w
2
°
>
5
[*]
4
©

For example, if you were a Geography teacher that
wanted fo review counftries in Europe, students could
collect a list of mislabeled countries. Perhaps each 1. ' DIEIN|IM|A IR |K
country had a number attached to it, and when the
students correctly name the countries, this could reveal

a code. 2. |S|ILIO|V|IA|IK|[I]A

These puzzles require students to solve problem:s first, and
then figure out what answers those problems yield. 3.|P|O|R (T U|G|A|L

© Nouvelle ELA




Ideas for Tasks & Games
USING CLUE CARDS

Clue Cards are a super easy tool for your Escape
Room. You can leave them in an envelope at a
station or hide some throughout your classroom.
Students extract necessary information from them
and transfer it to their Answer Sheet to reveal the key.

In this Science example, students match the letter
from the Clue Card to the correct cell organelle listed

on their Answer Sheet. When finished, this spells out
word.

Use the Clue Cards Template to

get started designing this task.

MATCHING

You can transform any matching exercise or close
reading activity to be part of an Escape Room, as long as
you figure out how the correct answers create a key. In
this exercise, students match quotes and descriptions with

5. Hermia
5. Hetena
4. Fule
% 3 Egeus o 12 Puck
1. Boflom 2. Demetriu o 10, Poaseniassom 1. Phitoskal o rome
ot . Obecon us 3
7. Hippelyld 8. Lysand - 16, starveling 17. These!
. saout g
13 Quinee 14
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Generally, | like to have at least one activity like this to
balance out the activities where students run around the
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JIGSAWPUZZLES

You can also include a Jigsaw Puzzle. You can create one in

PowerPoint or online. Once students complete the puzzle, this can
reveal information or another puzzle.

@ Nouvelle ELA

In the example from The Odyssey Breakout (above right), the finished
puzzle reveals a map of Ithaca. When students fill in the correct

destinations of Odysseus’ voyage, they reveal the key. They also pick
up part of a code they'll need later in the game.

In the example from A Midsummer Night's Dream Escape Room,
students assemble a quote from Shakespeare. The artistic effects
applied to this make it quite confusing until you're able to see the

whole thing. As an extension, students write about this quote once the
game has finished.

You can also use this Online Jigsaw Puzzle Maker for your digital

breakouts, or as one digital station in an otherwise paper-based
Escape Room.

© Nouvelle ELA
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Things to Do with Dates

YIELD A DATE  Theng;
You can design your Answer Sheet so that Sfo?eCOnfederofe
students figure out a date in an early Task that ; S of Mericq

they will need later to answer a question. s foffhed 8
#]
MAJOR BATTLES TIMELINE o TIMELINE *
This bafttle ended in and has been Fort s _ Sherman begins his 3
called the *“turning point” of the war. O”OU?:TGF IS 6 March to the Sea
(Timeline #1) Cred.

119 lola| CREATEA COMBINATION

If you want, you can use physical locks with your Room. This could be a
1 9 2 0 great way to get some dates involved in the action. The simplest way
would be to have the correct date unlock a four-digit lock. You could
also fransform the numbers into a combination, as shown here.

LOCK #2
1 2 .17 . 9

HIDE A DATE INPLAIN SIGHT

You can find creative ways to hide a date or a
whole question in plain sight. For example, look
at this hand of cards to the right. If you
prompted students to find a person’'s name,
what would they guess? (William, Duke of
Normandy, perhaps) How about a place
name? (Hastings)

You can hide dates in every day objects, too,
such as a remote control (perhaps placing tape
on the numbers students need) or in a book
(using page numbers or copyright information).

This method is great when you want to start with
a date and have students derive information
(oeople, events) rather than the reverse.

© Nouvelle ELA




Working with Maps & Charts

You can add a visual element to any Escape Room with pictures, maps, or charts. You can really use
anything you want, as long as you figure out how to turn the information on the page (or, as described in
the Misinformation Puzzles section, not on the page) into a code word, phrase, or number.

Let’'s look at this example:

Native Americans of North Carolina 1500

‘ =
84°"W 83°'W 82°w 81°W 80*'W 9°W 78°'W W 70 w
N ' VIRGINIA POTESKEET ..r,
4 eSauratown | \“ \
| | bl ¢
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; » Occaneechi CHERR CHOWAN e ‘-'\ -
| \\% > 36°1
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By YW
CATAWEA SAPONI s Cateching 5/t i Sein,
Catawb s}, ;Hatteras 4
e *Torhunta P uc’o a =
uasee . v SUGARE I\TCAMM iid -
A =" Toxaway : WAXHAW » %ﬁ;ﬂi‘%%]) 2 35°N
GEORGIA Waxhaw EU Ne f
= o
Iroquoian p oree
e ‘ SOUTH CAROLINA - i
- © 20 miles ATLANTIC(
| Algonquian || ppe— ! AN
Indian trails 0 40 80 kilometers ()( [.'"\,“\‘ | 2N
| Albers Equal-Area Projection

TYPES OF INFORMATION: #|  MAPRIDDLES

*Names of tribes, places, and geographic features
*Latitude & Longitude

*Mileage

*Geographic position relative to features (e.g,
inland, on a deltq)

IDEAS FOR STUDENT USE:

*Students locate certain map features based on riddles or Clue Cards

This tribe occupied the
southernmost part of the state.

MAP RIDDLES

lace was home f
“L ost Colony”.

o the
This P

*Students reassemble a map and reveal a code word somehow. For example, maybe each piece in the
bottom row has a letter on it and these letters spell out a word.

*Students create a route between two places. This route could spell a code word (the first letter of each
stop, etc.).

*Students answer inference or #I MAP QULZ
comprehension questions based Based on this map, which tribe do you think was
on the map. best equipped to deal with cold, snowy winters?

T. Hatteras B. Waccamaw O. Cherokee

© Nouvelle ELA




Working with Source Texts

ASK COMPREHENSION QUESTIONS

The easiest route to using any sort of text (primary

or secondary) is to create comprehension
questions. The answers to these questions will
create your key.

You can design your Answer Sheet however you
want in order to create this key. | like to create
shaded boxes so that the answers, reading
downwards, spell out a code word. ©

“You're a Grand Old Flag™
-Robert Cohen (1878-1942)

You're a grand old flag,

You're a high flying flag

And forever in peace may you wave.
You're the emblem of

The land | love®™ ®

The home of the hge and the broya
Ev Yy heoﬂ beois 0

CREATE A FACT SORT

You can also have students sort fact cards. These can be
Clue Cards that they find in the room or receive at a station,
but they'll sort them into categories or sets. These fact cards
can accompany a primary or secondary source text that
students will use to make inferences or verify their work.

Answer the following questions on your Answer Sheet. Each answer willbe one word. If the answeris a
name, use only the last name. The shaded letters on the Answer Sheet willreveal a secret phrase.

a9 ' BIOXMB
. Inaddition to housing shortages, what type of “poor conditions” did migrants face?
. Name a verysuccessful composer and pianist who got their start at the Cotton Club.
. Find another word for “illegal” or “illicit".
. What word means “givingrights to™"2
. Find a general name for a secret bar.
. What did you need to get into one of these clubs?
. Find a word that means "taking something belonging to someone else's culture™.
. Find a synonym in the text for “supporter™.
. Who owned the Cotton Club?

10. Who led the repeal of the 18" Amendment2
© Nouvelle ELA
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CREATE APUZZLE OR CODE

One of the most fun things for you to create

could take a million and one forms, so here
are some ideas:

*Have students find a transparency in the
room that overlays with a source to reveal a
message

*Hide information in plain sight by writing on a
text with blacklight pen. Then, give students
blacklight flashlights to help them find the
clues.

*Have students reassemble a document to

for demonstrating understanding of text
structures.

will be a puzzle based on a primary source. This

reveal a code. This would be particularly useful

Sitting Bull - “Behold, my brothers, the spring has come: the carth has received the
embraces of the sun and we shall soon see the results of that love! Every seed has
awakened and so has all animal life. It is through this mysterious power that we too have
our being and we therefore yield to our neighbors, even our animal neighbors, the same
right as ourselves, to inhabit this land. Yet hear me, my people, we have now to deal
with another race - small and feeble when our fathers first met them, but now great and
overbearing. Strangely enough they have a mind to till the soil and the love of
possessions is a disease with them . . . They claim this mother of ours, the carth, for their own, and fence
their neighbors away: face Ilcr with their buildings and their r ‘hey threaten to take [the land|
away from us. My brothers, shall we submit, or shall we say to them: "First Kill me before you take
possession of my Fatherland." - Stiting Bull's Speech at the Powder River Council, 1877,

Chief Joseph - Chicf Joseph recounted late in his life how "the first white men of your

were freezing.

RS
TRM grgckan® §

TRAIL OF TEARS

Concerned his people

people who came to our country were named Lewis and Clark. They brought many things
which our people had never scen, They talked straight and our people gave them a great feast
us proof that their hearts were friendly. They made prescnts to our chicfs and our people made
presents to them. We had great many horses of which we gave them what they needed, and
they gave us guns and tobacco in retum, All the Nez Perce made friends with Lewis and Clark

promise, the Nez Perce has never broken™ (New Perspectives of the West, "Chief Joseph Speaks,” PBS). In
1863, following a gold rush into Nez Perce territory, the federal government took nearly 6 million acres of land,
and forced the Nez Perce tribe onto a reservation in Idaho one tenth its original size.

E and agreed to let them pass through their country and never to make war on white men. This

"L am tired of fighting. Our chiefs are killed. Looking Glass is dead. Toohulhulsote is dead. The old
men are all dead. It is the young men who say yes or no. He who led the young men is dead. Itis cold,
and we have no blankets. The little children are freezing to death. My people, some of them, have run
away to the hills, and have no blankets, no food; no one knows where they are — perhaps freezing to
death. I want to have time to look for my children, and see how many of them I can find. Maybe I shall
find them among the dead. Hear me, my T am tired; my heart is sick and sad. From \\I\u\. the
sun now stands I will fight no more fore i
Nez Perce) Chief Joseph tried many appeals to the federal authorities to return the | ree lo the
land of their ancestors, In 1885, he was sent along with many of his band to a reservation in

TRAIL OF TEARS D\ed > peatt
Welcomed Lewis
and Clark with
open arms

TRAIL OF TEARS

Chief Joseph

Washington where, according to the reservation doctor, he later died of a broken heart.

Crazy Horse - Sioux - "I was hostile to the white man...We preferred hunting to a life of idlencss on our
reservations. At times we did not get enough to cat and we were not allowed to hunt, All we wanted was peace
and to be let alone. Soldiers came...in the winter...and destroyed our villages. Then Long Hair (Custer)

came... They said we massacred him, but he would have done the same to us. Our first impulse was to
escape...but we were so hemmed in we had to fight. After that I lived in peace, but the government would not let
me alone. 1 was not allowed to remain quict. I was tired of fighting... They tried to confine me...and a soldier ran
his bayonet into me. [ have spoken.”™
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Using Fonts to Create Codes

Using fonts can be an easy and engaging way to incorporate codes into your Escape Room. You can use
any sort of symbol font, and you have a lot of free options available online. Here are some of my favorites:

o FONTS FOR SECRET CODES
NFEKEN BIRTHMEU

GERMANIC RUNES BY ELRO
CODD
BULLET BALLS BY AOE
M1~ UM -2>MNJ4<
PIGPEN CIPHER BY JEREMIE DUPUS

AU Feadi~asy

GYPTIENNE BY AARRGGHH!

SO0R OHOemaSH
WINGDINGS (MICROSOFT)

HIDE YOUR SYMBOLS CREATIVELY

You can hide your symbols anywhere, so get creativel! |
like to give students a couple of letters outright in earlier

O+
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tasks, as well as an entire word or two written in the code.

[While we're here, | figured I'd make the
recommendation to withhold access to the Encrypted
Message until the end of the game. If you give it to your
students too early, they may break the code with brute
force (trial and error) and spoil the surprise for the class.]

Sometimes, | fry to find fonts that match the theme of
whatever I'm sharing with my students. For example, |
used the top font in my Lord of the Flies Escape Room
because it looks like something that could have been
drawn with sticks in the sand.

If you're using a Symbol Font, you will have a 1:1
substitution (one letter for each symbol, and students
will need most of the letters to solve the code). If
you're using a true Cipher (like the PigPen font),
students will be able to solve the code once they
discover the pattern.

The best part about using a font is that you can type
your code in plain English and then convert it to
symbols by selecting a new font —you'll lose no time
painstakingly changing each letter to a symbol.

Q@@Aﬁ@b&

Answer the following questions on your Answer Sheet. Each answer will be one word. If the answeris a
name, use only the last name. The shaded letters on the Answer Sheet willreveal a secret phrase.

W) SOTe
In addition to housing shortages, what type of “poor conditions” did migrants face?
. Name a very successful composer and pianist who got their start at the Cotton Club.
. Find another word for “illegal” or “illicit".
. What word means “giving rights to"2
. Find a general name for a secret bar.
. What did you need to get into one of these clubs?
. Find a word that means "taking something belonging to someone else's culture™.
. Find a synonym in the text for “supporter”.
. Who owned the Cotton Club?

— 0 P N O AW N

0. Who led the repeal of the 18" Amendment?
Nouvelle ELA

In this example, the symbols match the code
words revealed in the task.

Your students won't

Y HH

TASK H. me 00& .:-J' ”'*. IOWiNg Mysterious MessaQe on
. ihem ose it y ‘e
:,:4‘ mey ita secrat

’ B ON YOUr Argwer Sheet

need to figure out
every lefter, but they
do need to have
enough to decode

lmum

srob«

HU NT

FPES SKMMTHITX J‘QI\
S?l\I‘N NN+T F’rN qrT

the message. This is

FANC THIN THE BEAST ?%Treefgiggagtgg
PRt .PSTI;ll;ﬁltXT THM BMRST || 255

When in doubt,
remember your
Wheel of Fortune!
lessons; make sure
your students have
the most common
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letters, RSTLN & E.




Some Basic Codes

Letter Number Radio Morse Pigpen
A 1 Alpha - ]
B 2 Bravo - Ll
C 3 Charlie - L
D 4 Delta - 7]
E 5 Echo 0
F 6 Foxtrot - C
G 7 Golf - |
H 8 Hotel M

| 9 Indigo r
J 10 Juliet _——— ]
K 11 Kilo o -]
L 12 Lima - [
M 13 Mike - 7]
N 14 November - a
() 15 Oscar _——— o
P 16 Papa - 7]
Q 17 Quebec _———— g
R 18 Romeo - o
S 19 Sierra V
T 20 Tango - >
U 21 Uniform - <
\V} 22 Victor - A
W 23 Whiskey - \Y
X 24 X-ray —_ >
Y 25 Yankee _———— <
y 4 26 Zulu - A
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